GAME DEVICE, GAME MACHINE CONTROL METHOD 
AND INFORMATION STORAGE MEDIUM 

BACKGROUND OF THE INVENTION 

The present invention relates to a game device, a control 
method for a game machine and an information storage medium, more 
specifically to a. game device, a control method for a game machine 
and an information storage medium capable of offering advertisement 
opportunities to advertisers preferably when an advertisement image 
is displayed on a game screen. 

Various systems for displaying advertisements on game screens 
have been proposed. For example, Japanese Patent No. 3236603 
invented by the inventors of the present application, discloses 
a system in which a reasonable charge is made for displaying an 
advertisement distributed from an advertisement management server 
on a game screen. According to this system, advertisement charges 
are collected for displaying a game advertisement so that the price 
of the game software can be accordingly reduced or made free. 

Advertisements are sometimes not displayed sufficiently when 
the game scene displaying the advertisements is fixed. For example, 
in the case where various objects including advertisement objects 
are disposed in a three dimensional game space and a view of the 
three dimensional game space, which is seen from a viewpoint which 
is moved with a character operated by a player, is displayed on 
a monitor such as a TV receiver, the advertisement objects are not 
displayed on the monitor unless the player moves the game character 



ahead of the advertisement object so as to face the object . Further, 
when a program is made to display the advertisement in a certain 
game advancement level, the advertisements are not displayed if 
the player is not reached to the game advancement level. That is, 
5 advertisements are sometimes not displayed depending on the content 
of the operation of the player if the game scene displaying the 
advertisement is fixed. However, it is desirable that the 
advertisement opportunity should be offered sufficiently once the 
advertisement is to be displayed on the game image. 
10 The present invention has been conceived in order to solve 

the above problems, and an object of the present invention is to 
provide a game device, a control method for a game machine and a 
program capable of preferably offering advertisement opportunities 
to advertisers. 

15 

SUMMARY OF THE INVENTION 

In order to achieve the above objects, according to the 
present invention, there is provided a game device, comprising: 

20 advertisement displaying means for displaying an advertisement on 
a game screen; advertisement point calculating means for 
calculating an advertisement point of the advertisement displayed 
on the game screen; point comparing means for comparing an 
accumulated value of the advertisement point, which is calculated 

25 by the advertisement point calculating means, with a predetermined 
guaranteed point; and related advertisement output means for 
outputting a related advertisement which relates to the 



advertisement in response to a comparison result obtained by the 
point comparing means. 

According to the present invention, there is provided a game 
machine control method, comprising: an advertisement displaying 
5 step of displaying an advertisement on a game screen; an 
advertisement point calculating step of calculating an 
advertisement point of the advertisement displayed on the game 
screen; a point comparing step of comparing an accumulated value 
of the advertisement point, which is calculated by the advertisement 

10 point calculating step with a predetermined guaranteed point; and 
a related advertisement output step of outputting a related 
advertisement which relates to the advertisement in response to 
a comparison result in the point comparing step. 

According to the present invention, there is provided a 

15 program for causing computers such as a home-use game machine, a 
business-use game machine, a personal computer, a server computer, 
a cellular phone, and a personal digital assistant, to function 
as: advertisement displaying means for displaying an advertisement 
on a game screen; advertisement point calculating means for 

20 calculating an advertisement point of the advertisement displayed 
on the game screen; point comparing means for comparing an 
accumulated value of the advertisement point, which is calculated 
by the advertisement point calculating means with a predetermined 
guaranteed point; and related advertisement output means for 

25 outputting a related advertisement which relates to the 
advertisement in response to a comparison result obtained by the 
point comparing means. 
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According to the present invention, when the advertisement 
is displayed on the game screen, the advertisement point of the 
relevant advertisement is calculated. Then, the related 
advertisement which relates to the advertisement is output in 
5 response to the result obtained by comparing the accumulated value 
of the advertisement point with the predetermined guaranteed point. 
Therefore, for example, in the case where the accumulated value of 
the advertisement point for a predetermined period has not reached 
the predetermined guaranteed point, the related advertisement is 
10 output to offer advertisement opportunities to a particular 
advertiser . 

In one embodiment of the present invention, the related 
advertisement output means outputs audio which relates to the 
advertisement as the related advertisement. Thus, an audio 

15 advertisement can be made as the related advertisement of the 
advertisement displayed on the game screen. Since the audio 
advertisement output has less influence on the game than that of 
image display, it is possible to make the related advertisement 
with ease while the game is being played. 

20 In the embodiment of the present invention, the related 

advertisement output means displays an image, which relates to the 
advertisement as the related advertisement. The image related to 
the advertisement may be a still image or motion image. Thus, the 
advertisement image can be displayed as the related advertisement 

25 of the advertisement displayed on the game screen. Since 
advertisement image output has appealing to the player, high quality 
advertisement opportunities can be offered to the advertiser. 



In the embodiment of the present invention, the related 
advertisement output means includes related advertisement data 
storing means . The related advertisement data storing means stores 
related advertisement data for representing the content of the 
5 related advertisement and output time identifying information 
indicating the output time for outputting the related advertisement, 
which are in relation to each other. The related advertisement 
output means monitors arrival of the output time in response to 
the comparison result by the point comparing means to output the 

10 related advertisement based on the related advertisement data when 
the output time has arrived. Thus, the related advertisement is 
output at an appropriate time set in advance. 

In the embodiment of the present invention, the game device 
further comprises means for receiving data related to the 

15 advertisement or the related advertisement from another device. 
Thus, the advertisement or the related advertisement can be updated 
with ease. 

In the embodiment of the present invention, the advertisement 
point calculating means includes means for obtaining displayed 

20 amount information of the advertisement on the game image, and 
calculates the advertisement point based on the displayed amount 
information of the advertisement. The displayed amount 

information may be information including quantity evaluation on 
an advertisement, such as a display frequency, a display time, and 

25 a displayed area. According to the embodiment, the related 
advertisement can be output in accordance with the quantity 
evaluation on the advertisement displayed on the game screen. 



In the embodiment of the present invention, the advertisement 
point calculating means includes means for obtaining display 
quality information of the advertisement on the game screen, and 
calculates the advertisement point based on the display quality 
5 information of the advertisement. The display quality information 
may be information including quality evaluation on an advertisement, 
such as sharpness of the image displayed, the position on a game 
screen where the advertisement image is displayed, whether or not 
the entire advertisement image is displayed without any missing 

10 portions, a relationship between the direction in which an 
advertisement is displayed, or an advertisement placement direction, 
and the viewing direction. According to the embodiment, the 
related advertisement can be output in response to the quality 
evaluation on the advertisement displayed on the game screen. 

15 In the embodiment of the present invention, the point 

comparing means includes date and time information obtaining means 
for obtaining date and time information, and decides an accumulated 
period of the advertisement point based on the date and time 
information. The time information may be information indicating 

20 date or time, or may be information indicating both of the date 
and time. Thus, whether or not the related advertisement should 
be output can be judged every predetermined date or time. 

In the embodiment of the present invention, the point 
comparing means includes game advancement level obtaining means 

25 for obtaining advancement level of the game provided on the game 
screen and decides an accumulated period of the advertisement point 
based on the game advancement level. The game advancement level 



is information specifying a stage, level of a player, game screen, 
or number of laps in a race game and the like. According to the 
embodiment, whether or not the related advertisement should be 
output can be judged every game advancement level. 

5 

BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 is a diagram showing a hardware structure of a game 
device . 

10 Fig. 2 is a diagram illustrating a game image containing an 

advertisement object image having an advertisement image attached 
thereto . 

Fig. 3 is a diagram showing an advertisement database in the 
game device. 

15 Fig. 4 is a flowchart showing a game routine in the game device. 

Fig. 5 is a flowchart showing the advertisement guarantee 
routine in the game device. 

Fig. 6 is a flowchart showing a forced advertisement routine 
in the game device . 

20 

PREFERRED EMBODIMENT OF THE PRESENT INVENTION 

In the following, an embodiment of the present invention will 
be described in detail with reference to the accompanying drawings. 
25 Fig. 1 is a diagram showing a hardware structure of a game 

device according to an embodiment of the present invention. Fig. 
1 shows the structure of a game device 10 composed mainly of a 
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home-use game machine. Specifically, the shown game device 10 
comprises a home-use game machine 11, connected to a monitor 18 
and a speaker 22, and a DVD-ROM 25, serving as an information storage 
medium, attached to the home-use game machine 11. Whereas the 
5 DVD-ROM 25 is used here to supply game programs and game data to 
the home-use game machine 11, any other information storage media, 
such as a CD-ROM or a ROM card, may be used instead. Alternatively, 
various communication networks, such as the Internet, may also be 
utilized to remotely supply game programs and game data to the 

10 home-use game machine 11. 

The home-use game machine 11 comprises a microprocessor 14, 
an image processing section 16, a main memory 26, and an input/output 
processing section 30, all being mutually connected via a bus 12 
for data communication. The input/output processing section 30, 

15 in particular, is also connected to a controller 32, an auxiliary 
memory device 34, an audio processing section 20, and a DVD-ROM 
reproduction section 24. Various components of the home-use game 
machine 11, other than the controller 32, are accommodated in an 
enclosure . The monitor 18 may be a home-use TV receiver, for example, 

20 and the speaker 22 may be a speaker incorporated into the home-use 
TV receiver. 

The microprocessor 14 controls various sections of the 
home-use game machine 11 based on an operating system stored in 
the ROM, not shown, or a game program read from the DVD-ROM 25. 
25 The bus 12 is necessary for exchanging an address and data among 
various sections of the home-use game machine 11. The main memory 
26, which is constructed including a storage means such as a RAM, 



is supplied with a game program and game data read from the DVD-ROM 
25 as required, and is used with the microprocessor 14. The image 
processing section 16, which is constructed including a VRAM, 
receives image data from the microprocessor 14, and generates a 
5 game image in the VRAM based on the image data received from the 
microprocessor 14. The image processing section 16 also converts 
the game image into a video signal to output to the monitor 18 at 
predetermining timing . 

The input/output processing section 30 serves as an interface 

10 for relaying data communication among the controller 32, the 
auxiliary memory device 34, the audio processing section 20, the 
DVD-ROM reproduction section 24, and the microprocessor 14. The 
controller 32 serves as input means via which the player can supply 
input for game operation. The input/output processing section 30 

15 scans operating states of the various buttons of the controller 
32 in a given cycle (for example, every one sixtieth of a second) , 
and supplies an operation signal indicative of the scanning result 
to the microprocessor 14 via the bus 12. Based on the operation 
signal, the microprocessor 14 judges the player's game operation. 

20 The audio processing section 20 is constructed including a sound 
buffer, and reproduces data of music, game sound effects, and so 
on, read from the DVD-ROM 25 and stored in the sound buffer, for 
output to the speaker 22. The DVD-ROM reproduction section 24, in 
response to an instruction from the microprocessor 14, reads a game 

25 program and game data from the DVD-ROM 25. The auxiliary memory 
device 34 may be a known memory device, such as a hard disk storage 
device, a memory card reader and a memory card, or a magneto-optical 



memory device. 

In this embodiment, an advertisement (a game advertisement) 
is output while a game is being played on the game device 10. The 
game advertisement may be supplied from various advertisers in the 
5 form of a still picture, a motion picture, audio, character data 
(text data) , and so forth. The game advertisement is pre-stored 
in the DVD-ROM 25, or stored in the auxiliary memory device 34 after 
the game advertisement is downloaded from the server, not shown, 
via a network. The game device 10 outputs relevant advertisement 

10 by means of displaying or audio outputting based on the data while 
the game is being executed. With the structure in which the data 
concerning the advertisement is distributed via the network, the 
latest game advertisement can be output in the game device 10, so 
that the effect of an advertisement can be enhanced. 

15 Fig. 2 is a diagram showing an example of a game image displayed 

on the monitor 18 of the game device 10. As shown, the advertisement 
image representing a commercial advertisement is embedded in the 
game image in the embodiment. The game device 10 is constructed 
so as to establish a virtual 3D space that serves as a game space 

20 within the main memory 26, and a view from a viewpoint set up in 
the space is displayed in the display device. That is, the game 
device 10 has game software and game data installed therein which 
are necessary to execute a 3D game. Fig. 2 shows an example of a 
game image of a 3D driving game . In this game, advertisement objects 

25 52, 54, and 56 are installed along a road built in the game space 
(virtual 3D space) , each having an advertisement image attached 
thereon (texture mapping) . A view that would be seen from the 

10 



viewpoint is displayed on the game screen. Here, the advertisement 
images attached to the advertisement objects 52, 54, and 56 are 
pre-stored in the DVD-ROM 25, or downloaded from an advertisement 
management server. Note that, the advertisement image does not 
5 need to be raster data, and text data describing a copy message 
for an advertisement may be used. In this case, the text data may 
be converted into an image using font data, pre-stored in the game 
device 10, so that the resultant image is used as an advertisement 
image. An object for attachment of an advertisement image is not 

10 limited to the advertisement objects 52, 54, and 56, and may be 
any kind of object, including a construction object, such as a 
building, a game character object, and a moving object, such as 
a vehicle. For a game character object, an advertisement may be 
shown as a part or the whole of a pattern of a dress. In the game 

15 device 10, the viewpoint and the viewing direction in the game space 
may vary according to the content of operation input via the 
controller 32, whereby the game image displayed on the monitor 18 
is accordingly changed. Therefore, The advertisement objects 52, 
54, and 56 are sometimes not displayed sufficiently on the monitor 

20 18 depending on the content of the operation by the player. 

In the game device 10 in this embodiment, display of an 
advertisement image is evaluated for its quality and quantity, and 
the advertisement point is calculated so as to reflect the 
evaluation result obtained. The advertisement point is 

25 accumulated for a predetermined period. A method of calculating 
the advertisement point is performed as follows. That is, an 
advertisement image displayed relatively large on the game screen 
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will be calculated with a commensurately high advertisement point. 
On the other hand, an advertisement image displayed relatively small 
will be calculated with a commensurately low advertisement point. 
Further, when the direction in which an advertisement image is 
5 displayed, or a advertisement installation direction, differs 
significantly from the viewing direction and the advertisement 
image is resultantly displayed distorted on the game screen, a 
commensurately low advertisement point will be calculated. On the 
other hand, when the placard installed direction substantially 

10 matches with the viewing direction and the relevant advertisement 
image is resultantly displayed with less distortion on the game 
screen, a commensurately high advertisement point will be 
calculated. Still further, an advertisement image fully displayed 
on the game screen will be calculated for advertisement outputting 

15 as usual, while an advertisement image only partially displayed 
on the game screen due to clipping will not be calculated. 
Alternatively, a ratio in area between an actually displayed portion 
of an advertisement image and the whole advertisement image may 
be allowed for calculating the advertisement point. Still further, 

20 an advertisement image displayed closer to the center of the game 
screen may be calculated more. 

When the advertisement point of an advertisement accumulated 
for a predetermined period has not reached the predetermined 
guaranteed point, a forced advertisement (related advertisement) 

25 corresponding to the advertisement is made. This forced 
advertisement may be an audio advertisement or an image 
advertisement. The forced advertisement may be made at the time 
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of starting/ending the game, or while the game is being played. 
Preferably, the forced advertisement should be made so as to match 
the game content and game advancement level, so that it does not 
spoil the game's atmosphere. 

In the following, an advertisement process in the game device 
10 will be described in detail. 

Fig. 3 is a diagram explaining the content of an advertisement 
database. The advertisement database may be stored in the game 
device 10. While the game is being played, the advertisement 
database is read from the DVD-ROM 25 or the auxiliary memory device 
34 to be stored in the main memory 26, which is updated as required. 
The advertisement database is stored in the auxiliary memory device 
34 again at the time of ending the game. 

As shown, the advertisement database is configured to store 
"advertisement ID", "image path", "advertisement placement 
location data", "advertisement point", "guaranteed point" , "forced 
advertisement data path" "forced advertisement timing", and "forced 
advertisement flag", all being mutually associated. In the 
advertisement database, "advertisement ID" is information 
identifying an advertisement image. "Image path" indicates an 
image file name and a location where an advertisement image is stored. 
In the case where the advertisement image is downloaded from the 
advertisement management server, the downloaded advertisement 
image is stored in the auxiliary memory device 34, and information 
designating a path in the auxiliary memory device 34, where the 
image is stored, is stored in the column of this "image path". 
"Advertisement placement location data" indicates a specific 



texture image and a specific portion therein where an advertisement 
image is to be embedded. "Advertisement point " is numerical 
information to be incremented while an advertisement image is 
displayed on a game screen, and is reset to zero at the time of 
5 ending the stage or when a predetermined time has passed from the 
start timing of the increment. Alternatively, the total 
accumulated value of the advertisement point may be transferred 
to the advertisement management server for advertisement charge 
or the like. "Guaranteed point" is a standard value of the 

10 advertisement point which is accumulated for a predetermined time. 
When the accumulated value of the advertisement point of an 
advertisement has not reached this standard value, the forced 
advertisement corresponding to this advertisement is output. 
"Forced advertisement data path" indicates an image file name and 

15 a location where the data of the forced advertisement corresponding 
to the advertisement image identified by the advertisement ID is 
stored. The forced advertisement may be an audio advertisement 
and/or an image advertisement, while the image advertisement may 
be a motion image advertisement and/or a still image advertisement. 

20 These advertisements are identified by a file extension of the 
forced advertisement. "Forced advertisement time" indicates a 
time to output the forced advertisement. When the set time to output 
the forced advertisement is during the game being played, ID for 
identifying the game scene such as "S-1207" is stored in the output 

25 time column as shown in the drawing. When the set time to output 
the forced advertisement is the time of starting the game, a 
character string representing the time of starting the game is 



stored in the output time column as "START" in the drawing. When 
the set time to output the forced advertisement is the time of ending 
the game, a character string representing the time of ending the 
game such as "end" is stored in the output time column. "Forced 
5 advertisement flag" is a flag which identifies whether the forced 
advertisement, corresponding to the advertisement image identified 
by the advertisement ID, is in standby states to be output at the 
moment. When "1" is stored in this column, arrival of the time is 
monitored, which is stored in the column of corresponding forced 

10 advertisement time, so as to output the forced advertisement when 
the time arrives. On the other hand, when "0" is stored in the column, 
the above process is not performed. 

In the following, a process of displaying an advertisement 
on a game screen using the above described advertisement database 

15 will be detailed with reference to a flowchart. 

Fig. 4 is a flowchart showing a game routine executed in the 
game device 10. This process is performed every predetermined time, 
e.g. 1/60 second, in accordance with the game program stored in 
the DVD-ROM 25. As shown, the microprocessor 14 of the game device 

20 10 initially executes a game environment process based on the game 
program and game data read from the DVD-ROM 25 (S101) . In the game 
environment process, positions and orientations of all stationary 
and dynamic objects in the game space are calculated. A stationary 
object is an object that does not change its position as the game 

25 proceeds, and may include a road object, a mountain object, a 
grassland object, advertisement objects 52, 54, 56, and so on. A 
dynamic object, on the other hand, is an object that changes its 

15 



position and/or orientation as the game proceeds, and may include 
a vehicle object, not shown. The position and orientation of the 
dynamic object may vary according to a game program or an operation 
signal input via the controller 32. In the game environment process, 
5 the viewpoint, the viewing direction, the position of the view range, 
and light source information are also calculated. Here, a 
viewpoint and a viewing direction move with the vehicle object, 
which changes its position and orientation according to the 
operation signal input via the controller 32. 

10 The microprocessor 14 then performs a geometry process (S102) . 

In the geometry process, coordinates in a world coordinate system 
are converted to those in a viewpoint coordinate system, in which, 
setting the viewpoint as an origin, the direction advancing from 
the viewpoint, or a viewing direction, is determined as a Z 

15 direction; a horizontal direction is determined as an X direction; 
and a vertical direction is determined as an Y direction. Further, 
color information concerning the vertex of each polygon that 
constitutes an object is modified based on light source information 
concerning the color and position of the light source. Clipping 

20 is also applied. 

Subsequently, the game device 10 performs an advertisement 
point process (S103) . In the advertisement charge process, whether 
or not an object to which an advertisement image is attached as 
a texture is present in the view range is determined. Further, an 

25 object constituted of a polygon or polygons including one to which 
an advertisement image is attached and that is not clipped is 
determined. Then, for each undipped polygon for attachment of an 
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advertisement image, an advertisement point P is calculated based 
on the following expression (1) . 

P=f ( 9 ) x g(S) x h(r) ---(1) 

9 is a displaced angle between the viewing direction and the 
5 advertisement placement direction or a value corresponding to the 
displaced angle. The viewing direction is a direction from the 
viewpoint to the center of the view range. The advertisement 
placement direction is a direction from the rear side of a polygon 
on which the advertisement image is attached toward the front 

10 surface thereof. 9 can be calculated from a scalar product between 
the normal vector of a polygon to which an advertisement image is 
attached as a texture, and the viewing direction vector. S 
represents a displayed area, or a value corresponding thereto, of 
a polygon to which an advertisement image is attached as a texture. 

15 For brevity of the data processing, assuming that the area of a 
polygon itself in the game space is set as a , a value resulting 
from dividing a by the distance from the viewpoint to the polygon, 
i.e. a Z value, can be used as a displayed area S. r is a distance 
between the display position of an advertisement image and the 

20 center of the game screen. For example, the distance between the 
straight line in the viewing direction, that penetrates the 
viewpoint and the polygon having an advertisement image attached 
thereon, may be used as a distance r. f is a function, specifically 
a decreasing function, of a displaced angle 9 , becoming larger for 

25 a smaller displaced angle 9 and smaller for a larger displaced 
angle 9 . g is a function, specifically an increasing function, 
of a displayed area S, becoming larger for a larger displayed area 



S and smaller for a smaller displayed area S. h is a function, 
specifically a decreasing function, of the distance r, becoming 
smaller for a larger distance r and larger for a smaller distance 
r. The functions f, g, and h may be continuous or discontinuous 
5 functions. 

As described above, among all polygons to which an 
advertisement is attached as a texture, for each polygon to which 
an advertisement image is attached and placed within a view field 
without clipping, an advertisement point P is calculated using the 

10 expression (1) . Then, the resultant value of the calculated point 
P is added to the value in the "advertisement point" column in the 
advertisement database (Fig. 3) . Specifically, "advertisement 
point" contained in a record for each advertisement image is read; 
the advertisement P calculated using the expression (1) is added 

15 to the point read from the "advertisement point"; and the resultant 
point is stored again in the "advertisement point" column of that 
record. 

Thereafter, an advertisement guarantee routine shown in Fig. 
5 is performed as a part of the advertisement point process. This 

20 process is performed on every advertisement image and in this 
process, whether the evaluation time of the advertisement point 
has arrived or not is initially judged (S201) . The evaluation time 
of the advertisement point is a time for judging whether the 
accumulated value of the advertisement point has reached the 

25 guaranteed point or not. For example, the time at which the 
predetermined time has passed from the previous evaluation time 
is set as the evaluation time of the advertisement point. The 
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predetermined time may be, for example, 5 minutes, 1 week, or 1 
month, and may be set for every advertisement image or set common 
to all advertisement images. In this case, the date and time, at 
which comparison between the accumulated value of the advertisement 
5 point and the guaranteed point is made immediately before, is stored 
in the auxiliary memory device 34. Then, the date and time is read 
from the auxiliary memory device 34 and is compared with the date 
and time output from a clock means not shown, to judge whether the 
evaluation timing of the advertisement point has arrived or not. 

10 Alternatively, whether or not the evaluation time of the 

advertisement point has arrived may be judged by the game 
advancement levels such as a stage, a level of a player, game scene, 
or the number of laps in a race game. In this case, the game 
advancement level, which is the evaluation time immediately before, 

15 is stored in the auxiliary memory device 34. When the game is 
comprised of a plurality of stages, whether or not the evaluation 
time has arrived may be determined by judging whether a 
predetermined number of stages have been played since the previous 
evaluation time. Further, in a race game or the like, in which a 

20 moving body such as a vehicle goes round a race course a plurality 
of times, whether or not the evaluation time has arrived may be 
determined by judging whether or not the moving body has completed 
the course a predetermined number of times from the previous 
evaluation time to the current evaluation time. Note that, the game 

25 advancement level may be set for every advertisement image or 
commonly set for all the advertisement images. 

In S201, when it is judged that the evaluation time of the 

19 



1 



advertisement point has not arrived, the advertisement guarantee 
routine is finished. Then, if there is any advertisement image, 
which has not been processed, the advertisement guarantee routine 
is performed on the advertisement image. Further, when it is 
5 determined that the evaluation time has arrived, the advertisement 
point (accumulated value of the advertisement point) and guaranteed 
point, both relating to the advertisement image to be processed, 
are read from the advertisement database (S202) . Then, comparison 
is made between the accumulated value of the advertisement point 

10 and the guaranteed point (S203) . At this time, when the accumulated 
value of the advertisement point is equal to/more than the 
guaranteed point, zero is set in the advertisement point column 
of the advertisement database (S205) , thus finishing the 
advertisement guarantee routine. Thereafter, if there is any 

15 advertisement image which has not been processed, the advertisement 
guarantee routine is performed on the advertisement image. 

If the accumulated value of the advertisement point is less 
than the guaranteed point (S203) , the forced advertisement flag 
which is stored in the advertisement database concerning the 

20 advertisement image to be processed at the moment , is set to 1 (S204). 
Further, for the advertisement image, zero is set in the 
advertisement point column of the advertisement database (S205) , 
thus finishing the advertisement guarantee routine. Thereafter, 
if there is any advertisement image which has not been processed, 

25 the advertisement guarantee routine is performed on the 
advertisement image . 

Returning to Fig. 4, the microprocessor 14 then performs audio 
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outputting process (S104) . In this process, when the audio which 
should be output is determined according to the game program, the 
audio data representing the audio is supplied to the audio 
processing section 20 to start the audio outputting. Further, if 
5 1 is set in the forced advertisement flag regarding the forced 
advertisement for which audio data is stored in the forced 
advertisement data path by referring to the advertisement database, 
the audio data which is a record of the advertisement audio is 
supplied to the audio processing section 20 to start advertisement 

10 audio outputting. 

Thereafter, the microprocessor 14 transfers a vertex 
coordinate, a vertex color information, a texture coordinate, and 
alpha value of each polygon to the image processing section 16, 
which is in a view range, and the image processing section 16 

15 generates a display image in the buffer provided in the VRAM based 
on the transferred information (S105) . The display image is 
generated by projecting the objects on the screen. Thus, the game 
image generated in the buffer is read at a predetermined timing 
to be displayed on the monitor 18. 

20 In the advertisement guarantee routine described above, there 

are cases where the forced advertisement time and the forced 
advertisement flag of the advertisement database are set in order 
to output the audio advertisement and the image advertisement as 
the forced advertisement at the start/end of the game. In the game 

25 device 10 of the embodiment, whether or not the forced advertisement 
is found at the start/end of the game is determined by referring 
to the forced advertisement time or the forced advertisement flag 
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of the advertisement database. When such a forced advertisement 
is found, it is output. 

Fig. 6 is a diagram showing a forced advertisement routine 
executed by the game device 10 at the time of starting/ending the 
5 game. The forced advertisement routine initially reads the columns 
of the forced advertisement time and the forced advertisement flag 
to judge whether or not there is any forced advertisement to be 
output at the present time (at the time of the starting/ending the 
game) (S301) . When* no such forced advertisement is found, the 

10 process is finished. When any such forced advertisement is found, 
on the other hand, the path thereof is read from the column of the 
forced advertisement data path in the advertisement data path to 
read the forced advertisement data (S302) . Then, the forced 
advertisement is output based on the data (S303) . Thereafter, zero 

15 is set to the column of the forced advertisement flag of the 
advertisement database concerning the forced advertisement thus 
output (S304), and the forced advertisement routine is finished. 

In the game device 10 described above, the advertisement point 
is calculated if the game image contains the advertisement image, 

20 and is added to the '"advertisement point" in the advertisement 
database. Then, if the advertisement point accumulated for the 
predetermined period has not reached the guaranteed point, the 
forced advertisement data specified by the forced advertisement 
data path is reproduced at the time stored in the column of the 

25 forced advertisement timing, thus offering sufficient 
advertisement opportunities to the advertisers . 

It should be noted that the present invention is not limited 

22 



to the above described embodiment . 

For example, whereas a commercial advertisement is displayed 
during performance of a 3D game in the above, the present invention 
can be similarly applied to displaying of a commercial advertisement 
during performance of a 2D game. 



